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Docket No. F-7223 — >^Vf(F: flo. 10/015,1 H) 

AMENDMENTS TO THE CLAIMS: 

Please replace the claims with the claims provided in the listing below 
wherein status, amendments, additions and cancellations are indicated. 

1-5. (Canceled) 



6. (Currently Amended) Amalch-styIc3 3D video game device, comprising: 
a monitor screen that is positioned at a prescribed height on which images arc 
displayed; 

a 3D video game device controller that generates operation signals based on 
a particular game action that is instructed, said 3D video game device including: 

a pair of right and left main units configured to allow manual 
operation, said main units being wearable by a game player; and 

right and left motion detection units that are respectively 
mounted in each of said right and left main units for individually 
detecting movement along al least two axes and oulpulling detcctc<i 
movement as operation signals, said 3D video game device controller 
causing a content of the operation thereof to be reflected in the 
particular game action; 
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game conlral means for controlling progress of the game based on 0]}eration 
signals from the 3D video game device controller; 

display control means for creating three-dimensional images from a viewpoint 
ofa virtual camera and for displaying said three-dimensional images on the screen 
of said monitor, said three-dimensional images including an opponent character 
displayed as facing the game player when said game player is positioned in a play 
space in front of said monitor screen; 

head detection means for detecting a position of a head of the game player in 
at least right and left directions relative to a fixed position of the monitor screen [[,]] 
when said game player [[being]] is positioned in the play space; L[aiidjJ 

viewpoint change means lor moving the viewpoint ofsaid virtual camera in 
accordance with a direction and amount of change in the detected head position 
relative to the fixed position of the monitor screen; 

said y.ame contrx)ller means inciudinty means for settin5> a hitting area at at 
least one location on a bodv of the opponent character displayed on the monitor 
screen and for setting a defensive region that overlaps with hands of the opponent 
character and the bodv of the opponent as seen from said virtual vicwnoint: and 

said display control means displays a hittlni? mark on said hittinii area when 
said defensive rcuion is outside said hitting area . 
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7. (Previously presented) The match-sly Ic .3D video game device 
according to claim 6, wherein said head detection means includes means lor detecting 
a height of the head. 

8. (Original) The match-style 3D video game device according to claim 
(\ wherein said display control means displays an opponent character on said monitor 
screen as a game imagc» vv'hilc said game control means displays the opponent 
character throwing a punch and instrticts that a hit effect routine be pcrlbrmcd such 
that a punch is landed on the player when there is a virtual camera viewpoint aiming 
in the direction in which said punch was thrown. 

9, (Previously presented) The match-style 3D video game device 
according to claim 8, wherein said display control means includes means for causing 
the image displayed on the monitor screen to shake along at least one axis for a 
prescribed period of time upon receiving an instruction for a hit effect routine. 

1 0, (Original) Tlic match-Style 3D video game device according to claim 
C), wherein said game control means processes the operation signals from the motion 
detection units as thrown punch signals and instructs that a hit effect routine be 
perfonned such that punches land on the opponent character displayed on the monitor 
screen. 
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11. (Previously presented) The malch-slylc 3D video game device 
according to claim 1 0, wherein said display control means dispUiys a damage action 
on the opponent character being shown on the monitor screen upon receiving an 
instruction for the hii effect routine. 

12. (Previously presented) The match-style 3l> video game device 
according to claim 1 1 , wherein: 

said game control means includes means for recognizing from which of said 
right and left motion units said operation signals originated; and 

said display control means displays, as a damage action in response to an 
operation signal from a recogni/.cd one of the left and right motion detection units, 
the opponent character on the monitor screen leaning toward an opposite side. 

13. (Canceled) 

14. (Currently Amended) The mjitch-stylc 3D video game device according 
to claim [[ 1 3]] J_0, wherein^ 

said means for setting a hittin^ area sets a plurality ofhittinii areas at a 
plurality of locations on a body of the opponent character displayed on the monitor 
screen: and 

C> F72;*a»trf>^ III) wj*! 
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said game conlrol means includes means for recognizing a type of said 
opcraiion signal and for associating different types of opcralion signals with different 
one of said plurality of hilling areas. 

15. (Currently Amended) The match-stylc 3D video game device according 
to claim [[ 1 3JJ iO, wherein said game conlrol means includes means for conferring 
points responsive to receipt of an opcralion control signal upon the display of said 
hitting mark. 

1 6. (Previously presented) The match-style 3D video game device according 
to claim 6, wherein each of said right and left motion delection units individually 
detects movement along three axes. 

17. (Previously presented) The mateh-style 3D video game device 
according to claim 6, wherein each of said right and left main units is fonned in a 
shape of a glove in which a hand of the game player is inserted. 

18. (Previously presented) The match-style 3D video game device 
according to claim 6^ wherein said 3D video game device controller includes a signal 
line to enable connection with another portion of the 3D video game device. 
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19. (Previously prcscnlcd) The match-style 3D video game device 
according to claim 6, wherein each of said right and leU moiion detection units 
comprises an acceleration sensor placed so as to operate to detect movement alony 
each of said at least two axes. 

20. (Cancel) 

21 . (Currently Amended) A match-siyle 3D video game device, comprising: 
a monitor screen that is positioned at a prescribed height on which images ;u-e 

displayed; 

a 3D video game device controller that generates operation signals based on 
a particular game action thai is instructed, said 3D video game device including: 

a pair of right and left main units configured to allow manual 
operation; and 

right and left motion detcciion units that arc respectively 
mounted in each of said right and left main units for individually 
detecting movemcnl along at least two axes and outputting detected 
movement as operation signals, said 3D video game device controller 
causing a content of the operation thereof to be rcflecte<l in the 
particular game acdon; 

o 
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yamc cunlrol means for controlling progress of the game based on operation 
signals from iho 3 D video game device controller, said game eonlrol means including; 
means for setting a hilling area ai at least one location on a body of an opponent 
churaclcr displayed on the monitor screen so that said hitting area moves on said 
monitor serccn according to the movement of the opponent characlcr and for selling 
a defensive region that overlaps with hands of the opponent character and the bodv 
of the opponen t as seen from said virtual camera viewpoint, said display control 
means displaying a hilling niiirk on said hitting area when said defensive region is 
OLilsidc said hilling area; 

display control means for creating three-dimensional images from a viewpoint 
of a virtual camera, and for displaying said three-dimensional images on the screen 
of said monilor; 

head detection means for detecting a position of a head of ihe game player 
positioned in a play space in front of said monitor screen in at least right and left 
directions within a space surrounding the head of the game player; and 

viewpoint change means for moving the viewpoinl of said virtual camera in 
accordance with a direction and amounl ofchangc in the detected head position such 
that said viewpoint of said virtual camera essentially matches a view seen by tlic 
garne player. 
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22. (New) The match-style 3D video game device according to claim 6, 
wherein viewpoint change means moves the viewpoint of the virtual camera in 
accordance with the direction and amount of change in the detected head position 
such that said viewpoint of said virtual camera approximates a view seen by the 
game player such that the defensive region that overlaps with the hands of the 
opponent character and the body is changed in position on the opponent's body. 



10 
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